Press the OPTION key to se- 
lect either INTERMEDIATE 
Qt ADVANCED level play. 
The level is displayed at the 
top center of the scoreboard. 



GiTTIHG STARTED 

Load the Tennis cartridge 
inla yaui ATABI Home Com- 
puter as expla ined in your 
computer owner's guide, 
and turn on your computer. 
For one player, plug a joy- 
stick into controller jack i; 
for two players, plug an- 
other joystick into controller 
jack 2. 




Press the START key to be- 
gin play- Press the space 
bar on your Computer to 
stop the game during 
play— the wards PAUSE 
MODE appear on the score- 
board. To resume play, 
press the space bar again. 



Press the SELECT key to 
choose the game variation 
you want: Singles with one 
player versus the computer, 
Singles with two players 
opposing each other, and 
Doubles with each team 
made up of one player and 
one computer partner. 
Those variations involving 
computer players are indi- 
cated by the word AUTO- 
MATED at the bottom cen ter 
ot the scoreboard. 



To enter your name on the 
scoreboard, move your joy- 
stick to the right or leit until 
the correct letter appears in 
the cursor, then press the 
fire button. You can enter a 
loial of seven characters or 
blank spaces. 
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GflJHf PlAY 

The object oi TENNIS is to 
win enough points to win 
(he match. You win a point 
when your opponent jails to 
return the ball. Each match 
is determined by the best of 
three sets. For details on 
scoring in the game of ten- 
pis, see SCORING. 



RAlPftHG 

Once the ball is in ploy, you 
control your player's posi- 
tion by moving the joystick 
in the desired direct ion. U's 
not necessary to swing your 
looq not to hit t ho ha ! I the 
computer does it ior you at 
the right moment — but you 
must be close to the ball or 
you'll miss it, if you're quick 
enough, yon can hit a vol- 
ley {a ball hit in the air 
before it bounces). 



Pressing the fire button 
whiJe the joystick is in the 
center position causes you 
to hit a lob (a high, deep 
shot) to the center oi your 
opponent's court. Beware, 
though — i f your opponent 
can get to your lob below it 
bounces, he or she will al- 
ways hit an overhead* 
which is a very fast shot. 
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Piay begins with player 1 
(in the blue shirt) serving. 
7b serve to your opponen t's 
{ oreh an d { all players are 
right-handed), move the 
joystick forward and then 
press the fire button; to 
serve to the backhand, 
move the joystick back and 
then press the button. II you 
just press the button, the 
computet serves to the 
forehand. 



You determine where your 
shot will land by holding 
down the fire button and 
moving the joystick in the 
direction that corresponds 
to the desired local ion in 
your oppon en t 's court (see / 
illustration). You must do L - 
this before the shot is mode; 
ii you don't indicate any 
direction, the computer 
au torn atically retu rns your 
sh of to th e center of your 
opponenfscovrt. Since you 
can't move your player 
while holding down the ine 
button, it's best to move to 
the bail first and then select 
the direction — if you have 
time. 
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As in the actual game of 
tennis, each player or team 
serves one game and then 
returns serve the next 
game. Each iime an odd 
n umber of games have 
been completed, the play- 
ers change ends of the 
court. 



ooums 

In Qoubtes* ptnyei 1 (blue 
shirt) and player 2 i pur pie 
skill) team with a parinei 
(peach-colored shirt}. While 
the: computer controls the 
movemen t of the p/ayers j n 
the peach-colored shirts, 
you and yt>iir opponent 
determine where the hall 
is h if by both partners on 
your respective teams. 



SCORIHG 
GAMtS 

Each GAME is won when 
one player reaches four 
POINTS, with a margin of 
cri least two POINTS. These 
POIN TS ate named us 
follows; 

No POINTS. 0 (also 

called Love) 

1st POINT. . 15 
2nd POINT, 30 
3rd POINT . 40 
4th POINT ♦ Game 



sirs 

A SET is won when one 
player wins six GAMES, 
with a margin of a J least 
two GAMES. 11 the SET 
score is 6-S and the player 
w i th 6 wins then ext GAME, 
he wins the SET by a score 
of 7-5. if the other player 
wins the next GAME, the 
SET score goes Jo 8-6 and 
th e win ner of the SET is 
determined by a TIE- 
BREAKER. 
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A score of 40 AO is also 
called DEUCE. II the server 
wins the next POINT the 
score is ADVANTAGE IN (or 
AD /NJ; if the player receiv- 
ing serve wins the POINT, 
the score is ADVANTAGE 
OUTfAD OUT). The player 
who holds the ADVANTAGE 
m us r wi n the next POIN T i n 
order to win the GAME, If 
the other player takes the 
POINT, the score returns to 
DEUCE. 



When a SET score reaches 
6-6, a TIEBREAKER is 
played. The player whose 
turn it is to serve begins by 
serving a single POINT* 
Thereafter, each player 
serves two POINTS in rota- 
tion . The first player to 
reach seven POINTS, with 
a margin of at least two 
POINTS, wins the TIE- 
BREAKER and also the SET 
by a score ol 7- 6 . D u n \ng a 
TIEBREAKER, the players 
chan ge ends of the cou 1 1 
each time six POINTS have 
- been played* 
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STRATEGY 

To win a tennis match, it's 
vital to hold your serve* 
since it's much easier to win 
a point while serving than 
wh f h ret ami ng service . 
Likewise, the key to defeat- 
ing an opponent is to break 
his or her serve. 



Don't forget to include the 
lob in your shot selections 
especial ly whs ntheo thet 
ployet is close to the net 
and off to on e side ■ If you r 
opponent should Job, be 
sure to get to the ball before 
it bounces, thus hitting an 
overhead which almost 
always wins the point, 

ft 5 important to decide on o 
style of play for each 
match. Some players prefer 
to pluy a baseline game 
{staying at the back of the 
court except to reach a 
short ball* then returning to 
the back court). Others may 
favor a more aggressive 
style called serve and vol- 
ley (coming to the net after 
each serve, and at every 
other oppott u nity) . 



When receiving service, try 
chipping the return (hitting 
it short) and then coming to 
the net, which also opens 
up the court, Bemember, 
though, an aggressive 
game played close to the 
net forces you to read 
quickly. If you find yourself 
face to face with your oppo- 
nent at the net in center 
court, guess which side his 
shot will come to. You may 
guess wrong some of the 
time, but staying square in 
the middle wi U always 
leave you vulnerable on 
both sides. 
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The key element of strategy 
is placement — hitting the 
ball where your opponent 
will have trouble returning 
it. It's a good idea to move 
your shots around, forcing 
the other player to move 
from side to side and for- 
ward and back in order to 
reach the ball. This tactic is 
equally important when 
serving and returning ser- 
vice, Disguising your shots 
can a ho help. When you 
see a bail coming to a posi- 
tion that you can reach 
easily, wait until the last 
moment to run there, to 
take your opponent ou! Of 
position* 



When playing serve and 
volley in Singles, follow the 
direction of the ball when 
you come to the net. For ex* 
ample* J/ you serve wide, 
move to the middle ot the 
side of the court where the 
serve will land. From this 
position you'll have a better 
shot at the open areas of 
your opponent's court. 
Whenever possible, hit a 
volley lather than a 
grounds troke to ball hit 
after it bounces); this gives 
your opponent less time to 
react. 




It you prefer playing a 
baseline game, always 
keep the other player mov 
ing, and vary your shot 
placement. An occasional 
drop shot fa short, soft re- 
turn} can he effective if it 
catches your opponent by 
surprise. Avoid "no man's 
land" — that section in the 
middle of the court where 
you're ou f of posi tion for 
both grovndstrokes and 
volleys. 
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